Games or gamified activities blended with traditional ways of teaching can be implemented as a useful strategy in foreign language classrooms. Gamification as a novel pedagogical approach offers opportunities in accordance with game elements and techniques that can be applied in nongame context like classroom. This study is about an online free application called Kahoot. Kahoot has been used to stimulate students' English as their foreign language more effectively, actively and interestingly and can be accessed by teachers to use in foreign language classrooms. The aim of the study is to demonstrate Kahoot can be used as a Review Activity in foreign language classrooms and to gather information on students' perceptions about this application included in educational process. The research design for this study is action research. Kahoot was implemented three times at the end of every three units. For the quantitative part of the study, data were collected through a 20-item questionnaire including 15 participants to determine the perceptions of the use of the Kahoot. Findings of the study indicate that students were able to engage actively in the lessons and they were able to master the target language effectively and enjoy learning English using games.
INTRODUCTION
With the rapid integration of technology and internet, the vision of foreign language teaching and learning needs to be improved through a different perspective of education. Motivation is one of the most important factors that affects learning and teaching process. When the needs of learners are taken into account, the educational system that is available for learners cannot afford the needs in terms motivational factors. From a psychological aspect, motivation is an essential personality factor that a language learner needs to produce a foreign language. So, an approach including elements that enhance motivation and engage learners in language should be preferred in order to achieve success at the end of the learning and teaching process.
Gamification is an approach that promotes motivation. According to Werbach and Hunter (2012) , game elements and game design techniques can be used in non-game contexts. Any task, assignment, process or theoretical context can be gamified in order to use educational settings in order to enhance motivation among language learners. The main benefit of gamification is to make the learner participate in the process and increase motivation. This creates an empowerment and engagement in order to achieve success at the end of the process. Gardner (2006, p.241 ) posits that students with higher levels of motivation will do better than students with lower levels. He further adds that if one is motivated, he or she has reasons that motives for engaging in the relevant activities, expends effort, persists in the activities, attends to the tasks, shows desire to achieve the goal, enjoys the activities and etc. (Gardner, 2006, p.243) . Some students seem to be very low interest in foreign language learning and use to be very passive and quiet because of some individual, social or cultural reasons. Some are not even paying attention and tend to do their own work. Therefore, this study is expected to shed light on a method in order to make a warm, comfortable and entertaining atmosphere classroom setting for those kind of students.
LITERATURE
Technology is one of the most significant components of language instruction nowadays. Ybarra and Green (2003) say that while learning a second language, technology provides a valuable language experience to the learners. So, technology is the denominator between gamification and language learning. Some methods and approaches have adopted the use technology in language instruction. One of them is Computer Assisted Language Learning (CALL). It is an instrument that integrates technology to learning and teaching process. CALL has experienced some evolutions with the effect of different approaches. Behaviouristic approach has an effect on CALL in terms of repetition drills and grammatical exercises and translation activities. Then, with the integration of Cognitive Approach to learning process, it focuses on learning as a process of discovery, expression and development. This provides opportunities to learners to work individually or in pairs through the use of some specific programs on computers. With the emphasis of Communicative Approach CALL has changed its vision to a more communicative and integrative perspective in language instruction. This has created a more learner-centred instruction in education. Various kinds of tasks and contents have become accessible for all learners. Language skills (reading, writing, speaking and listening) have been able to be acquired by using CALL as an instrument.
The appearance of Web 2.0 in educational settings gains importance and also language learning has been under the influence of this technology. Sharing information, interactive and collaborative use of technology has become popular and this changes teaching and learning processes dramatically. Social networking, web-based communities, blogs and podcasts can be used to develop language skills. In addition to these, when the features of game-based technologies like activating participation, increasing motivation, enhancing empowerment and engagement are considered, game-based technologies contribute much in the development of language learning processes. Using games can also promote independent learning, collaborative learning and problem solving. Any task, assignment, process or theoretical context can be gamified in order to use in educational settings to enhance motivation among language learners.
Gamification
In terms of enhancing motivation, concentration, effort and positive attitudes gamification can be accepted as an important means in non-game contexts like classrooms. In classroom settings, gamification can be applied as a strategy that is gradually gaining popularity and has become common in educational environment.
According to Dellos (2015) , "game-based learning is a best practice in education and finding ways to integrate competitive games in the classroom that promote learning is essential for educators in the twenty first century" (p.51). Games have some features like goals, rules and some specific standards. They are all voluntary activities in common. By establishing time limits and a set of rules, games serve as an incentive element to engage participants. Also in learning and teaching process, games play an important role and can contribute much to education. Activities, tasks, assignments and all elements used during teaching process can be gamified. This will enhance success if it creates an expected level of motivation. Teachers support the idea behind gamification because they think that it increases motivation and creativity among learners. Also, reward and feedback system of gamification increases the achievement levels of learners. Motivation, curiosity, excitement and joy are the most important elements of successful learning and teaching. This means all activities that are gamified can be used as a source of motivation and fun in class. Michos (2017, p. 512 ) explains why gamification should be preferred in language classrooms with the following items:
• modifies the mood within the classroom;
• increases learners' feeling of happiness;
• provides breaks from learner's fatigue;
• increases motivation and improve attention;
• increases student's engagements in the classroom activities;
• stimulates a goal oriented activity;
• makes learning fun.
Gamification provides lots of opportunities for both learners and teachers. To learn a foreign language these kinds of activities foster learning, increase the pace of achieving learning outcome by participating learners in the process actively. It also enables learners to feel in a relaxed and confident atmosphere in class and this triggers social and communicative skills of learners that are very necessary while learning a foreign language. That is why the activities prepared by the teacher should be evaluated and determined carefully. Teachers should keep in their minds that these kinds of gamified activities should be arranged according to the needs, level, personality, age, interest of the learners; otherwise these activities lose their meanings to make the learners reach successful learning and have fun at the same time. When these characteristics and contributions of games and gamified activities are taken into consideration, the pedagogical value of them cannot be ignored.
Kahoot!: An e-learning gamification tool
One of the most popular gamification tool that can be preferred to use in class is Kahoot. It is a free online game-based application which includes options like quizzes, discussions, and surveys that make the learning process challenging, fun and engaging.
In order to start, teachers should register for a free account on http://create.kahoot.it. After registration, teachers can access millions of free public games and adapt them as they want or create their own. Games created and be shared by other users. Teachers launch their approved Kahoot games on their computer that is connected to projection for classroom use and click on "play" to open the game. There is a game pin at the top of the screen (Figure 1 ) and learners can sign in using the web address http://kahoot.it to access by determining their nicknames when they want to log in. The gamification tool Kahoot can be used for different purposes in class. It can be applied as an Icebreaker activity. At the beginning of the teaching process, teachers can make a short questionnaire as a "warm-up" activity to determine what and how much leaners know about a new topic or linguistic structure that is going to be presented in order to provide participation and engagement. This also makes the learners interested and relaxed in class and makes a complex content easier and more understandable. In addition, it can be used for flipped learning. Students are asked to read a text on the Internet or in the textbook, watch a video, listen to a recorded material, later on, during class time through Kahoot quiz, teachers can check what students have learned and which concepts or structures have been less successfully understood or learned by the students. Besides these purposes of use, Kahoot can be used as a review activity in class. A questionnaire is made on the most relevant points about the content that is worked on in the classroom before, so that the learners can evaluate and determine their achievement levels and the teacher can give feedback to learners, in order to remove the fallacies made by learners and it also provides feedback to teachers to refine his/ her class planning and improve the teaching-learning process according to the needs of learners.
In this study, Kahoot is used as a review activity on the track of the purpose that explained above. Some vocabulary items introduced and practiced before in class are used as the content of questions on Kahoot to evaluate how much of them they learned.
METHODOLOGY
This study is about an online free application called Kahoot. Kahoot has been used to stimulate students' English as their foreign language more effectively, actively and interestingly and can be accessed by teachers to use in foreign language classrooms. The aim of the study is to demonstrate Kahoot can be used as a Review Activity in foreign language classrooms and to gather information on students' perceptions about this application included in educational process. The research design for this study is action research. Kahoot was implemented three times at the end of every three units. For the quantitative part of the study, data were collected through a 20-item questionnaire including 15 participants to determine the perceptions of the use of the Kahoot.
The need for that study is determining a strategy that is expected to be beneficial in order to engage learners to learning process by enhancing their motivation level. All the participants engaged in the study learn English as a foreign language. They only learn the language during lesson hours. They do not have the opportunity to use the language in their communication or speaking as well. They take 24 hours of English classes in a week.
In order to evaluate some vocabulary items that are expected students to learn are used as instrumental content of the study. These vocabulary items are from the coursebook of students.
Inside Listening and speaking 1 by Oxford University Press is their course material. when all units in the coursebook are covered by the studens, in order to gather quantitative data on the perceptions of students, a 20-item questionnaire is presented to students. The questionnaire used in the study is developed from the instrument used in the study of Bicen and Kocakoyun (2018) . A 5-point Likert type scale is used to evaluate. As a result, 3 nonconforming items were removed from the scale. Cronbach Alfa internal consistency coefficient was found to be 0.95. The latest version of the scale was tested by using confirmatory factor analysis. The measurements revealed that the result had high goodness of fit and it could have been used in the measurement of students' perceptions towards using Kahoot application. Table  Table 1 Goodness of fit of the suggested model According to findings of the study, this study has been cultivated positive attitude and show higher level of motivation towards learning language using Kahoot game platform. The participants' responses show that they feel motivated in learning the language after they were engaged in Kahoot games. Thus, it can be concluded that Kahoot game in English language classroom help to cultivate positive attitudes, increase motivation level of participants, stimulate better perceptions and expectation of learners towards future English classrooms (Dellos, 2015) . Also, in such a competitive, fun and enjoyable learning environment and they actively engage learning and communicating learners in order to master their foreign language.
FINDINGS AND DISCUSSIONS
Studies of Kahoot (Dellos, 2015; Thomas, 2014; Plump, C. M. & LaRosa, J. 2017; Michos, M. 2017 ) have shown that the application is user-friendly, and that it is a platform that both teachers and learners are able to benefit and it was one of the best applications to promote learning in class and integrate competition into the educational environment.
CONCLUSION AND SUGGESTIONS
To participate all students to learning process, Kahoot can be used as an efficient strategy in class. Bergin and Reilly (2005) state that "the use of games to promote students' learning has been done to capture students' interest as all of us learn better when we are motivated" (p.294). Plump and LaRosa (2017) explained that the students were satisfied with the use of this game according to their answers and experiences regarding the use of Kahoot. One of the most important advantage of Kahoot application is immediate feedback. The teacher can gather information about how many students get the right answer at once and can compare that information with students' current level of knowledge about a topic. Kahoot also frees both the teachers and students from traditional assessment and evaluation models. It supports a relaxed and confident atmosphere in class, so students do not feel any tension or anxiety that traditional models of assessments create. This also allows opportunity for students to discuss and compare their answers with their peers in class and by that way every student can notice their lacks and fallacies on a certain topic.
As a gamification tool, Kahoot is an excellent alternative for university students in terms of having easy access to computers and mobile devices and availability of the Internet.
Gamification tools like Kahoot make learners curious, ambitious and interested while increasing the level of positive energy, exploration, fun and competition. This helps all type of learners including introverted or passive ones engage in learning process and foster collaborative and cooperative learning environment by enhancing motivation.
LIMITATIONS AND FURTHER RESEARCH
The results of this study may have been different if there was not a wireless connectivity.
Another limitation for the present study was the limited time in class because the institution 
